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STARTING UP 


i 


Make sure your Game Boy” Color 
is turned of f. 


Insert the Game Pak and turn on 
your Game Boy” Color. 


After a series of screens, you'll 
see the Title Screen. (Press 
the A Button to skip some 

of the opening screens.) 


4. Press START to begin the story. 


Press the A Button to advance 
through the screens one by one 
Cor press START or the B Button 
to skip the story). 


5. When the Main Menu appears, use 


the Control Pad to choose a menu 


item and press the A Button. 


To start a new game, choose 


, ADVENTURE. 


Note: You can use a previously earned 
password to return to your last position 
in the game. See page 20 for details. 


Precautions 


Always turn the power OFF before 
inserting or removing the Game Pak 
from the Game Boy® Color 


Do not take apart, crush, bend or 
submerge the Game Pak. 


Store the Game Pak at room 
temperature, avoiding extreme hot 
or cold conditions. 


Keep the connectors clean and dry, 
and store the Game Pak in the case 
when not in use. 


Take a break after playing for long 
periods. 


ACTION! 


* activate power-up 


STEER LEFT 
* move up on 
screen 


GO! 
SLOW, STOR REVERSE * gas/acceleration 
STEER RIGHT START 


* move down on screen * start game 


* pause/resume 


SUMP! 


* jump off ramps 


MENU CONTROLS 
HOW TO DRIVE ten 
¢ GO! Press the A Button to increase speed. 
¢ STEER Press the Control Pad 48 or Y to move up or down Cturn left 


or right) on screen. 
¢ JUMP! Press the Control Pad > to jump of f ramps. 
¢ SLOW, STOP, REVERSE Press the Control Pad © to brake. Tap 


to slow down, or hold to come to a complete stop. Press again to reverse. 
Sometimes you'll need to back out of places, such as hidden paths, that 
lead nowhere or into trouble! 


¢ ACTION! Press the B Button to activate any power-up you're holding. 


* B Button - menu cancel 


THE WALT DISNEY WORLD 
FIREWORKS MACHINE 


veryone knows that beautiful fireworks 
Fair illuminate the skies over the Walt 
Disney World® Resort. What everyone 
doesnt know is that near the Magic Kingdom® 
Park rests an enormous contraption — 
the Fireworks Machine. Each night fireworks 
explode from the top of the machine 
in an amazing shower of Pixie Dust, creating a magical setting all around 


the Walt Disney World® Resort. 


Wouldn't you know, those inquisitive chipmunks, Chip ‘n Dale, were determined 
to find the Fireworks Machine for themselves. Once they discovered 
the machine, Dale decided he was ready for a snack. He took out 
some acorns but accidentally dropped them into the machine. 


to life and began rumbling. Smoke started 

spewing from its stacks. Uh oh! The rumbling 
got even louder ... Then BLAAAAAM! The whole 
thing exploded in a huge blast of smoke as pieces 
of the machine flew skyward. Machine parts 
scattered all over the Walt Disney World® Resort. 


Crete the Fireworks Machine groaned 


If Chip ‘n Dale don’t find all the parts and put the machine back together 
before the end of the day, there won't be any more fireworks shows! 


Chip’s idea is to race around the entire Walt Disney World® Resort 

and collect all the pieces of the Fireworks Machine. If they get some 
friends to help too, they could find all the parts and put the machine 

back together in no time! 


But Chip ‘n Dale need your help, so get busy! There are only a few hours 
until dark and if the night skies over the Walt Disney World® Resort 
aren't Filled with Fireworks, Chip ‘n Dale will really be in trouble! 


Y 


RACERS 
CHIP ‘N DALE 

Chip ‘n Dale often race around the Walt Disney World® Resort 
collecting nuts for the winter. Now they must collect the 
Fireworks Machine pieces before the end of the day! Chip is 
smart and practical, and he uses his brains whenever he races. 
So be careful, or Chip will sneak past you faster than you can 
say “acorn.” 


Dale enjoys life to the fullest, and doesn't take 
anything seriously. And though he is a bit 
scatterbrained, he somehow manages 

to always be near Ist place at the end 

of arace. Call it blind luck or a charmed life, 
either way Dale is always a force to be 
reckoned with when on the racetrack. 


AMANDA SPARKLE 


Amanda is the most famous, cutest child actress in the world. 
It’s no surprise that she absolutely loves being recognized 
at the Disney Studios. Where else can she continue to work 
and still have tons of fun on her days of f the movie set? 
She is always sweet, nice and cute ... unless she’s behind the 
wheel! When Amanda is in the drivers seat, she doesn’t get 
~ upstaged! She races to win! 


BARON KARLOTT 


Baron is a modern day descendent 
of the famous Karlott bloodline. He 
continually strives to keep his ancestors 
happy, otherwise they come and visit ... from 
the grave. That is why he feels right at home in 
the Haunted Mansion, and also why he drives 
with such a “grave” purpose. 


POLLY ROGER 


Polly dreams of action and adventure. Captaining her 
own Spanish galleon and searching for buried treasure 
are all she can think about. But for now the Walt Disney 
World® Resort and history books are her escape. Thats 
why Polly is an expert at navigating the mysterious 
waterways of the Pirates of the Caribbean. 


OLIVER CHICKLEY Il 


The son of a famous explorer and 
paleontologist, Oliver is proud to walk in his 
father’s shoes — even though they are 

a few sizes too big. He figured that the 
perfect place to get started on his quest 
was Disney's Animal Kingdom® Theme Park. 
Oliver is very soft-spoken and drives very 
carefully. But watch out! He may sneak 
past you on the back straightaways if you 
aren't careful! 


TIARA DAMAGE 


Heres one girl who has a hard time acting her 
age! Normally a 13-year old would relate to 
the Disney “Princesses” but alas, she does not. 
She feels as though the Disney Villains have 
gotten a bad rap, and that even includes her 
friend, Baron Karlott. This “Queen” is going 
to make sure everyone else feels the same 
way ... by beating all the racers to the 
finish line! 


OTTO PLUGNUT 


Otto has spent most of his short life around 

cars and experiments. Its a no-brainer to think he would 

be attracted to Test Track at Epcot®. But he’s no crash 
dummy; hes one of the smartest kids around. And the rest 
of the gang love him ‘cuz he helps them fix their vehicles! 
He is the classic educated techie-nerd. Word is he 

soups up his cars so he can't lose! Keep an eye on him! 


BRUNO BIGGS 


Bruno is a huge fan of the world’s most famous mouse. 
The more he’ at the Walt Disney World® Resort, 
the closer he can be to Mickey. He's big, and 
mean, and tough. Don’t mess with him! Bruno is 

impatient and doesn't like people getting in his way ... 

especially on the Rock ‘n’ Roller 

Coaster, his favorite attraction. 


MOE WHIPLASH 


Root'n Toot’n Sheriff'n is what he wants to do. He’ 
spent many a day trying to keep Bruno Biggs under 
control! This kid mostly moseys around at Big 
Thunder Mountain Railroad, where the West is still 
Wild. Moe saunters around at a snail’s pace, but 
there’s nothing slow about the way he drives! 


ee PLUS 3 Secret Racers! 
JIMINY CRICKET 


Jiminy is a courteous, gentle storyteller, who loves to tell jokes and sing songs. He's 
also the most knowledgeable when it comes to racing and the Walt Disney World® 
Resort. He taught Chip ‘n Dale everything they know about both. But watch out 

if he ever ends up behind the steering wheel, because he knows the best routes 

to use, and every track is his specialty. 


NED SHREDBETTER 


Ned surfs. Ned skates. Ned snowboards. Ned blades. He basically hangs ten in 
general. Ned also likes showing of f his moves for Amanda Sparkle! The only other 
thing Ned likes just as much as shreddin’ is chillin’ at Disney's Blizzard Beach and 
Disney’s Typhoon Lagoon. Ned is the classic beach bum, but there's nothin’ laid back 
about his driving style ... its all out! 


X.G: D276 ZUD" ) 
This Xperimental Utility Duck was built to test out all the attractions at the Walt 
Disney World® Resort. Unfortunately, he’s been bounced around and hit in the head 
alittle too much. He prefers to stay in the world of Space Mountain because 
thats where he gets his biggest charge. But when he’s out of his element, watch 
out for his driving ... he’s wild, out of control and all over the place! ' 


MAIN MENU 
When you see the Main Menu, press the Control Pad 
VA to select the type of game you want to play 


or the information screen you want to view, and press 
the A Button. 


Adventure — Race through all nine tracks. Every time 
you win Ist place in a race, youll retrieve another 
Fireworks Machine part. 


Time Trial — It’s all about time! Practice your racing 
skills and learn the tracks. 


Help — Check this for button controls and hints. 


Status — See how you're doing in the game, and find 
your password. Turn to page 20 for details. 


Password — Use your password to start a game from 

your saved place in the game. You can find your 

current password on the Status Screen. When you use 
it, it will take you to the last level you played. 
Read more about passwords on page 20. 


CHOOSING YOUR RACER 


After you choose either ADVENTURE or TIME 
TRIAL from the Main Menu, use the Control Pad 
€©S to select your racer and press the A Button. 


CHOOSING YOUR 
TRACK 
Press the Control Pad => to 


select a racetrack and press 
the A Button. Only Big Thunder 
Mountain Railroad is open when 
you start a new Adventure game. 
As you win races, more tracks will 
open for more exciting racing adventures! 
Time Trial allows you to start on any track. 


Q 
S 


PLAYING THE GAME 


Its up to you to make sure the fireworks light up the sky over Walt Disney 
World® Resort tonight! You've got to help Chip ‘n Dale find the missing pieces 
and put them back together in time for the show! 


One piece of the Fireworks Machine has landed in each track. You will win a 
part of the machine every time you win a race on anew track. Only one track 
is open at the start of the game. The only way to unlock all the levels is to beat 
the other three drivers in a race on each racetrack. 


Every race is different and you drive a different vehicle. During 
each race, grab treasures and use power-ups that help you stay 
ahead of the competition. Some power-ups will give you incredible 
speed. You can launch others at opponents to send them spinning 
out of control. 


Collect the Parts & 
Rebuild the Fireworks Machine! 


Compete in nine races of three laps each in some of the 
most famous attractions at the Walt Disney 

— World® Resort. If you Finish in Ist place, you will 

\ be awarded a piece of the Fireworks Machine. You 
must collect all the parts in order to have the 
fireworks show by the end of the night. 


Race for the 1st Place Pennant! 


Return to a track after capturing a machine part and win even more goodies. 
Win a race a second time and the Ist Place Pennant is yours! Win all nine pennants 
and a secret track will appear. 


Trophy Challenge! 


If you've won Ist place and recovered the Fireworks Machine part from a track, you 
can return to the track for a Trophy Challenge. This time, you drive the track alone, 
with no competition and no lap requirement. Pick up as many trophies as you can within 
a time limit — up to eight trophies in all. (Note: You must first complete the Pennant 
Race ona track in order to play the Trophy Challenge.) 


Bonus Events! 


Between races you might enter a Bonus Event. Here you win by grabbing the most 
coins within a time limit. Pick up all the coins before time’s up to win a special prize! 


Win the Game! 
To complete the game and win you must: 
¢ Win back all the parts of the Fireworks Machine. 


* Capture all the Ist Place Pennants. 


¢ Win all the Trophy Challenges. 
¢ Win all the Bonus Event trophies. 
Hint: You can win more, but how — and how much more — is a secret! 


GAME SCREEN 


Race Position -- --Power-Up Icon 


Lap ’ Gold ES. Coins 


‘ 


Race Time Lucky Fairy Counter 


Race Position - Your position in the current race, 
from 1 through 4. 


Lap - Your current lap. 


Race Time - Time spent on the current track. 


Gold Speed Coins - How many Speed Coins you 
have. Collect ten coins (the maximum) for a higher 
top speed. 


Lucky Fairy Counter - How many Lucky Fairies 
you have. Collect Lucky Fairies for power-up 
increases and other bursts of good luck — one 
per fairy. 


Power-Up Icon - Appears when you hit a Mickey 
Balloon, which gives you a power-up at random. Press 
the B Button to use your power-ups. 


PICK-UPS 


Gold Speed Coins — Collect up to ten coins on each track to increase 
your top speed. When you lose coins, your top speed decreases again. 


Lucky Fairies — Drive into Lucky Fairies for a burst of good luck. 
All of a sudden, your chance of getting a better power-up increases and 
other racers start making mistakes. Each track has eight Lucky Fairies. 


POWER-UPS 


When you run into a Mickey Balloon on a track, a Power-Up Icon appears. 
It's loaded with serious power-ups and will give you one at random. Press 
the B Button to use the power-up. Watch out — getting hit by projectile 
power-ups will cause you to lose Gold Speed Coins! 


Note: Running into another balloon will not change your power-up. You keep 
the one you have until you use it. 


Yellow Acorn — Steer your car behind another racer and launch an acorn 
to send the racer flying. Acorns fly straight ahead, so aim this nut carefully. 


Yellow Triple Acorn — Fire three acorns, one after the other 


Red Homing Acorn — You don’t have to aim this power-up. Just let it fly 
to target the closest racer in front of you. 


Red Triple Homing Acorn — Fire three Homing Acorns, one after the other. 


Teacup Mine — Press the B Button to drop the Teacup Mine. When other vehicles 
run over it, theyll spin out of control. 

Guided Bottle Rocket — Use your steering controls to guide this rocket to its 
target. While you're aiming the rocket, your vehicle steers itself automatically. 


Frog Spell — Turn other racers into frogs! Don't feel bad. 
Frog Spell wears of f quickly. 


Invincibility — Collect this and for a short time you're 
untouchable! No one can slow you down with collisions, 
rockets, Frog Spells or acorns. 


Turbo — Zoom forward with a short but powerful 
speed boost. 


SPEED SPOTS 
> Ds Zippers — Ride over Zippers to get a blast of acceleration. 


STATUS 


The Status Screen appears after every 
race. When you win machine parts, 
pennants, trophies and so on, small 
pieces of the screen fill in. The bottom 
of the screen gives you your current 
password (see below). 


PASSWORDS 


Write down the passwords you see on the Status Screen. Then use 

the passwords to start a game from that point on. Choose PASSWORD 

on the Main Menu. On the Password Screen, use the Control Pad to highlight 

letters. Press the A Button to select the letters you want. Enter all nine 
letters. If the password is correct, it will be accepted when you press 
the A Button on the last letter 


TRACKS 


Look for shortcuts and hidden passages as you race through some of the most famous 
Walt Disney World® attractions. Win races to open other tracks. 


Space Mountain 
Ride a rocket to the stars on a stellar voyage that is out of this world. Zippers are 
everywhere to keep you at light speed on this dark, deep space journey. The track coils 
up, around and through huge asteroids, then corkscrews into a hair-raising descent. Get 
ready for blast of f! 


Haunted Mansion 
Scream down haunted hallways on the spookiest racetrack in the world. Zip by laughing 
. caskets and dancing ghosts, and reach top speed through the liveliest graveyard even 
There are 999 happy haunts living here, but there’s room for 1,000! Race fast or you 
might be next! Beware of hitchhiking ghosts! 


» DINOSAUR 
Can someone get the Carnotaurus of f the track, please? There’s a race going on here! 
Hit a time warp and blast back 65 million years to a dark, prehistoric forest. Don't stop 
to look at the scenery, or you could be pulverized by a 20-ton rampaging dinosaur! 


Pirates of the Caribbean 
Navigate your ship through the hideout of the merriest bunch of pirates 
on the high seas. They pillage, they plunder, they're really bad eggs! Tricky 
turnoffs, jumps and tidal surges can give you the edge or get you Yo-tHo'd 
into the backwater. 


Jungle Cruise 
Explore the waters of a tropical jungle river while avoiding hippos and elephants. 
Dense water grasses and trees can block your view, so stay alert for surprises. 
Tomorrowland Speedway 
Set new speed records as you race down the track on this super-fast speedway. 
Look for shortcuts but beware of unfinished on-ramps. 
Big Thunder Mountain Railroad 
Hurtle down an old railroad track through the “wildest ride in the wilderness.” 
Look out for prickly cactus plants and varmints! They're everywhere! 
Disney’s Blizzard Beach 
Dash over slippery snow on your blazing fast snowmobile. This resort got 
a little too much sun. Hurry before the snow melts! 
Rock ‘n’Roller Coaster 
Are you ready to rock? Zoom through the L.A. hills on this high-speed thrill ride 
to the biggest concert ever! Hang onto your hat, and keep your arms and legs 
inside the car at all times. The G-Forces here are out of controll! 
Splash Mountain (Secret Bonus Track) 
Ride your log and have a “ Zip-A-Dee-Doo-Dah” day, but look out 
— for hungry fish that will knock you of f course. And don't forget about 
the faaaaaaaaaalls! 
--- Plus 3 Bonus Areas! 
Test Track, Disneys Typhoon Lagoon, and the Disney Studios. 
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CUSTOMER SUPPORT 


You must be at least the age of 13 years old in order for us to assist you when 
contacting Customer Support. 


NOTE: Please do not contact Customer Support for hints /codes/cheats; only 
technical issues. 


Internet: 


E-Mail: 


http: //wiww.activision com/suppol 

Our support section of the web has the most up-to-date information 

pe ave. We update the support pages daily so please check here first for 
solutions. 


support@activision.com 
A fesponse man take anywhere from 24-72 hours depending on the volume 
of messages we receive and the nature of your problem. 


NOTE: internet/e-mail support is handled in English only. 


Phone: 


(310) 255-2050 

You can call our 24-hour voice-mail system for answers to our most 
frequently asked questions at the above number. Contact a Customer 
Support representative at the same number between the hours of 9:00 am 
and 5:00 pm (Pacific Time), Monday through Friday, except holidays. 


Please do not send any game returns directly to Activision. It is our 
policy that game returns must be dealt with by the retailer or online site 
where you purchased the product. 


SOFTWARE LICENSE AGREEMENT 


SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATIO! 
ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE F i suslineaal 
THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. (“ACTIVISION’). ie ia : 
LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this Program onl aid kesh” ie 
your personal use. All rights not specifically granted under this Agreement are reserved by Activision. This Program is licensed, not sold. Your license confers no title or 
ownership in this Program and should not be construed as a sale of any rights in this Program. 
OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof (including but not limited to any titles, 
computer code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts, artwork, animation, sounds, musical compositions, audio- 
visual effects, methods of operation, moral rights, and any related documentation, incorporated into this Program) are owned by Activision or its licensors. This Program is 
protected by the copyright laws of the United States, international copyright treaties and conventions and other laws. This Program contains certain licensed materials and 
Activision's licensors may protect their rights in the event of any violation of this Agreement. 
YOU SHALL NOT: 

© Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or any other location-based site. 
Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial use; see the contact information below. 
Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior written consent of Activision. 
Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part. 
Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

© Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 
LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the Program is recorded will be free 
from defects in material and workmanship for 90 days from the date of purchase. If the recording medium is found defective within 90 days of original purchase, Activision 
agrees to replace, free of charge, any product discovered to be defective within such period upon its receipt of the Product, postage paid, with proof of the date of purchase, 
as long as the Program is still being manufactured by Activision. In the event that the Program is no longer available, Activision retains the right to substitute a similar 
program of equal or greater value. This warranty is limited to the recording medium containing the Program as originally provided by Activision and is not applicable to 
normal wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties 
prescribed by statute are expressly limited to the 90-day period described above. 
EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS 
OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, 
AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION. 


When returning the Program for warranty replacement please send the original product cartridge only in protective packaging and include: 
(1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, the problem(s) you are 
encountering and the system on which you are running the Program; (4) if you are returning the Program after the 90-day warranty period, but within one year after the date 
of purchase, please include check or money order for $15 U.S. currency per cartridge replacement. Note: Certified mail recommended. 
In the U.S. send to: Warranty Replacements, Activision, Inc., P.0. Box 67713, Los Angeles, California 90067 
LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, 
TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 
ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE 
ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU 
MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 
TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms and conditions. In such 
event, you must destroy all copies of this Program and all of its component parts. 
U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense and are provided as "Commercial 
Computer Software" or “restricted computer software.” Use, duplication or disclosure by the U.S. Government or a U.S. Government subcontractor is subject to the 
restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth in subparagraph 
(c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-19, as applicable. The Contractor/Manutfacturer is Activision, Inc., 3100 
Ocean Park Boulevard, Santa Monica, California 90405. 
INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that Activision shall be entitled, 
without bond, other security or proof of damages, to appropriate equitable remedies with respect to breaches of this Agreement, in addition to such other remedies as 
Activision may otherwise have under applicable laws. 
INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents harmless from all damages, 
losses and expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to the terms of this Agreement 
MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior agreements and representations between 
them. It may be amended only by a writing executed by both parties. If any provision of this Agreement is held to be unenforceable for any reason, such provision shall be reformed only to 
the extent necessary to make it enforceable and the remaining provisions of this Agreement shall not be affected. This Agreement shall be construed under California law | 
as such law is applied to agreements between California residents entered into and to be performed within California, except as governed by federal law and you consent 
to the exclusive jurisdiction of the state and federal courts in Los Angeles, California. If you have any questions concerning this license, you may contact Activision at | 
3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, Attn. Business and Legal Affairs, legal@activision.com. 
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registered trademark of Activision, Inc. Al rights reserved. Developed by Digital Eclipse with Crystal Dynamics. Digital ECipS€ emo «= Pep 
and the Digital Eclipse logo are trademarks of Digital Eclipse Software, Inc. Crystal Dynamics, Inc. is a registered trademark INTER 80105.260.US | 
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